Monsters of Eberron 
By Mat Smith 
no Mane te When your characters finally set foot in Eberron, make sure they're fully 
EBERRON] equipped, armed, and ready for an onslaught of monsters the likes of which 
CA MPAIGN you've never seen. Of course, you'll also encounter an unending wave of 
SETTING more familiar creatures. 


In Eberron, your characters could come face-to-face with any and all of the 
monsters you've encountered or heard about in any other D&D games. 
(That's because, before anything else, Eberron is a Dungeons & Dragons 
world.) Of course, the reverse is also true: Even if you're not currently 
playing in Eberron, watch out for any DM toting an Eberron Campaign 
Setting -- the new monsters lurking inside aren't confined to just one world 
of action and adventure. 


While every creature in your existing collection of rulebooks and 
supplements will have a place somewhere in Eberron, some will be 
particularly at home -- several of the iconic monsters (Such as beholders, chokers, couatl, doppelgangers, 
dragons, and so on) have specific places (origin, history, homeland, etc.) in the Eberron Campaign Setting. 


Although the information about integrating those "iconic" monsters is an important component of Chapter 
12: Monsters, the main reason you'll want to flip all the way back there is to get a look at the sampling of 
new monsters lurking across Khorvaire and regions beyond -- creatures that will keep characters all over 
every continent of Eberron busy fighting and running for their lives. 


Why, here are some now: 


Carcass Crab 
Huge Magical Beast 

Hit Dice: 12d10+60 (126 hp) 
Initiative: +1 

Speed: 30 ft. (6 squares) 
Armor Class: 23 (-2 size, +1 Dex, +8 natural, +6 
armor), touch 9, flat-footed 22 

Base Attack/Grapple: +12/+28 

Attack: Claw +18 melee (2d6+8) or barb +11 
ranged (1d4 plus poison) 

Full Attack: 2 claws +18 melee (2d6+8) or barb 
+11 ranged (1d4 plus poison) 

Space/Reach: 15 ft./15 ft. 

Special Attacks: Bite 1d6+4, improved grab, 
poison 

Special Qualities: Adhesive, darkvision 60 ft., 
low-light vision, spiny defense 

Saves: Fort +13, Ref +9, Will +4 

Abilities: Str 26, Dex 13, Con 20, Int 5, Wis 10, 
Cha 9 

Skills: Hide +1*, Spot +7 

Feats: Awesome Blow, Improved Bull Rush, 
Point Blank Shot, Power Attack, Precise Shot 
Environment: Warm aquatic 


Organization: Solitary 
Challenge Rating: 8 
Treasure: No coins; no goods; standard items 
Alignment: Usually neutral 

Advancement: 13-18 HD (Huge); 19-36 HD (Gargantuan) 
Level Adjustment: -- 


What looked at first like a mound of corpses and discarded armament now shifts and moves, eight 
legs and two massive claws emerging from beneath it. Four eyes on stalks snake out from above the 
claws. 


The carcass crab is a warped mutation of natural life found in the Mournland, and occasionally in 
Valenar and Darguun. Though essentially a giant crustacean, it augments its natural armor by 
attaching the detritus of battle -- bits of armor, weapons, and bodies -- to its hard shell with a natural 
adhesive. This provides both protection and camouflage in the wasted battlefields of the Mournland, 
the creature's preferred hunting ground. 


Combat 


Carcass crabs are hardly brilliant or subtle opponents. They make minimal use of their camouflage 
to get close to potential prey, then try to grab one opponent and scurry off to make a meal of it. It can 
also hurl poisonous barbs at targets out of claw's reach. 


Bite (Ex): A carcass crab can make a bite attack (attack bonus +13) when it is grappling an 
opponent, in addition to making a single attack with a claw. This bite attack is not subject to the 
usual -4 penalty for attacking with a natural weapon in a grapple. The crab must begin its turn 
grappling to use its bite -- it can't begin a grapple and bite in the same turn. 


Improved Grab (Ex): To use this ability, the carcass crab must hit with a claw attack. 


Poison (Ex): Barb -- Injury, Fortitude DC 21, initial and secondary damage 1d6 Dex. The save is 
Constitution-based. 


Adhesive (Ex): A carcass crab uses a natural adhesive to attach pieces of armor, weapons, and 
whole corpses to its shell. Typically, this grants the crab an armor bonus of +6 to its AC, equivalent 
to banded mail, but it is possible to find crabs with better or worse protection. A crab suffers no 
armor check penalty from this protection. 


Spiny Defense (Ex): A carcass crab's shell is covered with sharp spines that protrude from between 
attached metal and bodies. Combined with spears and swords affixed to its shell, these spines offer 
the crab some protection against attacks. A creature that hits a carcass crab with natural weapons or 
unarmed attacks takes 1d6 points of piercing damage. 


Skills: *In areas where heaps of corpses and discarded weapons and armor are common, including 
the Mournland, carcass crabs gain a +8 circumstance bonus on Hide checks. 


Nothing says "one tough critter" like a huge, poisonous, spiny crab covered in the bodies, weapons, and 
armor of all of the other unfortunate characters that went toe-to-pincer with it and couldn't finish the job. 
Aside from the grisly, portable trophy case (which could provide all kinds of horribly challenging problems 
when magic weapons, armor, and other stuff get stuck on there), the carcass crab is a formidable one- 
crustacean ambush. With ranged Dex-draining poison barb attacks and a frighteningly good grapple attack 
(imagine combing the two), it's got all the basic combat essentials covered. That Awesome Blow feat 
(which you'll find in your Monster Manual on page 303) gives the carcass crab the ability to send characters 
flying back ten feet before they land prone, giving them a worm's-eye view of their grappled party member 
growing less and less agile before becoming crab chow. The thing that really makes me shudder is to think 
about what combat against one of these critters might be like if a few of the bodies stuck to the carapace 
weren't quite dead (or alive). 


Dinosaur, Fastieth 

Medium Animal 

Hit Dice: 2d8+2 (11 hp) 

Initiative: +1 

Speed: 50 ft. (10 squares) 

Armor Class: 14 (+1 Dex, +3 natural), touch 11, flat-footed 13 
Base Attack/Grapple: +1/+3 

Attack: Bite -2 melee (1d3+1) 

Full Attack: Bite -2 melee (1d3+1) 

Space/Reach: 5 ft./5 ft. 

Special Attacks: -- 

Special Qualities: Low-light vision, scent 

Saves: Fort +4, Ref +4, Will +0 

Abilities: Str 15, Dex 13, Con 12, Int 2, Wis 11, Cha 4 


Skills: Jump +11, Listen +6, Spot +6 
Feats: Run 

Environment Warm plains 
Organization: Solitary, pair, or pack (3-6) 
Challenge Rating: 1/2 

Treasure: None 

Alignment: Always neutral 
Advancement: 3-6 HD (Medium) 

Level Adjustment: -- 


This human-sized, two-legged lizard has large eyes, brightly-colored and patterned scales, and 
strong-looking legs. 


Fastieths are the most common mounts of the halflings of the Talenta Plains, chosen and bred for 
speed. They are too small to carry a human, but can carry a halfling with light gear fairly easily and 
at a good pace. 


Combat 


Fastieths are not trained for battle and generally prefer to flee rather than fight, but they can deliver a 
nasty bite if pressed. The bite attack is treated as a secondary attack (-5 penalty on the attack roll) 
and adds only half of the fastieth's Strength bonus to damage. 


Carrying Capacity: A light load for a fastieth is up to 66 pounds; a medium load, 67-133 pounds; a 
heavy load, 134-200 pounds. A fastieth can drag 1,000 pounds. 


This is just one of the species of dinosaur you might run into if you explore particular regions of Eberron. As 
a world that never had an ice age, apocalyptic comet incident, or other extinction-causing event, Eberron is 
still home to all of the "terrible lizards" you'll find on pages 60 and 61 of your Monster Manual, along with a 
few species you won't -- such as the fastieth dinosaur. These domesticated fleet-footed reptiles are to the 
halflings of the Talenta Plains what riding horses are to much of the rest of Eberron. Of course, just as with 
horses, you can also expect to come across packs of wild fastieth dinosaurs roaming the wilds of the 
plains. 


Dolgaunt 

Medium Aberration 

Hit Dice: 2d8+2 (11 hp) 

Initiative: +3 

Speed: 30 ft. (6 squares) 

Armor Class: 16 (+3 Dex, +3 natural), touch 13, 
flat-footed 13 

Base Attack/Grapple: +1/+3 

Attack:Tentacle +3 melee (1d3+2) 

Full Attack:2 tentacles +3 melee (1d3+2) 
Space/Reach: 5 ft./5 ft. (10 ft. with tentacles) 
Special Attacks: Tentacle whip, vitality drain 
Special Qualities: Blindsight 360 ft., damage 
reduction 5/byeshk or magic 

Saves: Fort +1, Ref +3, Will +5 

Abilities: Str 14, Dex 16, Con 12, Int 13, Wis 15, 
Cha 11 

Skills: Balance +7*, Climb +6*, Hide +6, Jump 
+5, Listen +5, Move Silently +6, Spot +5 

Feats: Combat Reflexes, Improved Trip[B] 
Environment: Underground 

Organization: Solitary, cell (2-12), or company 
(7-12 plus 2-5 4th-level dolgaunt monks plus 20- 
50 dolgrims) 

Challenge Rating: 2 

Treasure: Standard 


Alignment: Always lawful evil 
Advancement: By character class 
Level Adjustment: +3 


This gaunt figure resembles a pale, emaciated hobgoblin. It moves with eerie grace despite its blind 
and empty eye sockets. Its skin is covered in a layer of writhing cilia, and a mane of longer tendrils 
surrounds its head. Two long, whiplike tentacles extend from its shoulders. 


